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Pandemi COVID-19 mengharuskan masyarakat untuk mematuhi beberapa protokol 
kesehatan. Berbagai media informasi telah diberikan, dan banyak pengajaran telah 
dilakukan. Tetapi, masyarakat masih sering lalai dan tidak melakukan protokol 
sepenuhnya. Maka, dibuatlah perancangan aplikasi yang akan memberikan 
notifikasi selalu ketika user sedang beraktivitas luar rumah. Penelitian 
menggunakan metode wawancara dengan pakar, studi referensi, serta kuesioner. 




The COVID-19 pandemic requires people to strictly follow many health protocols. 
Various media of information have been provided, and many teachings have been 
conducted. However, people are still often negligent and do not fully comply with 
the protocol. So, an application design is made that will provide notifications to 
always follow the protocols when the  is on an activity outside the home. This 
research uses interviews with experts, reference studies, and questionnaires. 
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